For promoting the successful aging of elderly residents of Chang Gung Silver Village in Taiwan, five interactive exergames were developed to promote the well-being of the elderly. The exergames included both physical games and cognitive games, and were implemented using various computer-based technologies in the Chang Gung Silver Village. The exergames were trialed by 39 elderly residents (15 male, 24 female; mean age 79.5 ± 17.5 years) of Chang Gung Silver Village. Following the trials, the participants were requested to complete a Technology Acceptance Model 2 (TAM2) questionnaire. The results showed that the perceived playfulness and perceived usefulness of the exergames were significantly related to the users' usage behavior and intention to use for both the physical games and the cognitive games. However, a relationship between the output quality of the game and the usage behavior was apparent only in the case of the cognitive exergames. Finally, the impact of social influence on the intention to use and the usage behavior was more pronounced for the physical exergames. Overall, the results revealed that the acceptance of exergames by the elderly depends not so much on the awareness of fun in using the game, but the perceived usefulness of the related physical and cognitive abilities.
Introduction
According to the WHO's "biopsychosocial model of health", human health comprises the complete state of physical, mental and social well-being, not only the absence of disease and infirmity. Regular exercise has long been proposed as a means of enhancing the physical, mental and social functions of the elderly, thereby reducing the morbidity and mortality inherent in a sedentary lifestyle [1] . The physical benefits of exercise include reducing the risks of obesity, high blood pressure, diabetes, and even cancer [2] . Furthermore, exercise can relieve the symptoms of depression and anxiety, and improve memory and processing speed [3] . Studies have shown that aerobic exercise can also improve decision-making skills [4] . Nevertheless, a1111111111 a1111111111 a1111111111 a1111111111 a1111111111 older adults are sometimes reluctant to exercise due to a lack of motivation, social support and company, or a safe and practical environment in which to do so [5] .
Exergames, a combination of exercise and computer game, include such commercial products as Nintendo Wii TM ). It's designed to be used by people with motor and cognitive impairments, such as patients who have suffered a stroke or traumatic brain injury, or children with cerebral palsy and learning disability.
In recent years, with advances in technology, exergames have emerged as a brand new interaction system for users, allowing them to exercise within their own homes, or in community settings. Given the specific characteristics of the elderly, many researchers have begun to investigate the potential of using exergames to improve older adults' willingness and attitudes toward exercise. Theng and colleagues [6] assessed the efficacy of the Nintendo Wii in promoting exercise among seniors in Singapore. Bieryla and Dold [7] reported that Wii Fit training older adults could significantly increase their Berg Balance Scale (BBS) than control group. Fu and colleagues [8] developed an exergame based on Nintendo's Wii Fit balance board to reduce the risk of falls among seniors with a history of such events. van Diest and colleagues [9] reviewed thirteen studies found that most of them reported positive results in balance ability after an exergame training period. Whitlock and colleagues [10] investigated the issue of video game usability for older adults and found that age-related changes may negatively affect their capacity to benefit from video games. Gao and Mandryk [11] found that causal exergames can yield acute cognitive benefits, as demonstrated by improved cognitive performance on tests requiring focus and attention. Harris and colleagues [12] suggested that exergames may be an appropriate therapeutic tool for improving balance and postural control in older adults. Venheijden Klompstra and colleagues [13] showed that patients with heart failure exhibited improved balance and cognitive functions after playing exergames. Overall, exergaming appears to have significant potential as an exercise strategy for older adults. Chang Gung Silver Village is a retirement community for people over 60 years of age. It services those residents who are walking and living independently without physical or cognitive impairment. We also provide them with a comprehensive physical examination including fitness, twice a year in our Chang Gung Memorial Hospital. All their physical conditions and chronic illness are supervised. The total number of dwellings in Silver Village is approximately 750, with an age range from 60 to 100 and an average age of approximately 80 years old.
The technology acceptance model (TAM) was first proposed by Davis and colleagues [14] based on the theory of reasoned action (TRA) and the theory of planned behavior (TPB) to assess a user's behavioral intentions toward using new technologies. The TAM theorizes that an individual's behavioral intention to use a system is determined by two beliefs, namely, perceived usefulness (PU) and perceived ease of use (PEOU). However, the original TAM was criticized for ignoring social influence and individual characteristics. Hence, an extension of the TAM, referred to as TAM2, was proposed by Venkatesh and Davis [15] that outlined perceived usefulness and usage intentions as it related to the social influence processes (subjective norms, voluntariness, and image) and cognitive instrumental processes (job relevance, output quality, result demonstrability, and perceived ease of use). In an attempt to integrate the main competing user acceptance models, Venkatesh et al. [16] further formulated Unified Theory of Acceptance and Use of Technology (UTAUT). Additionally, a TAM3 recommended by Venkatesh and Bala [17] that combined TAM2 with the model of the determinants of perceived ease of use, that presented a comprehensive nomological network of the determinants of individuals' adoption and use of new technologies. All the aforementioned theories are based on users' perspectives to investigate their acceptance of technological systems and effectively predict and explain their motivations and behaviors.
In recent years, the technology acceptance model (TAM, TAM2) is increasingly being applied in exploring factors that influence the willingness of older adults to use a technology, as well as their perceptions and expectations of the type of technology. For examples, the TAM2 was adopted by Tsai et al. [18] to measure user acceptance and usage of a social platform and received positive feedback from those older residents living in a senior community. With the TAM as a theoretical basis, Xue et al. [19] examined the perceived attitudes and readiness of women aged 50 years or older on adopting a mobile phone-based intervention in Singapore. Wong et al. [20] evaluated the older adults' intention of using an Intelligent Comprehensive Interactive Care (ICIC) System using TAM2. Morevoer, Ramón-Jerónimo [21] explained the Internet use in the older segment, capturing the heterogeneity across gender in the TAM (and TAM2). Furthermore, TAM has also expanded to explore behavior patterns and intentions of older adults from the viewpoint of exergame use. Wüest et al. [22] assessed the usability and effects of an exergame-based balance and gait training program in terms of acceptance, adherence, and attrition among elderly participants by the TAM survey. Cook and Winkler [23] used TAM to explore the usability, ease of use, and enjoyment of the application of virtual worlds by older adults. Also, Ben-Sadoun et al. [24] presented the evaluation of usability and short-term training effects of X-Torp of an action Serious exerGames designed for elderly subjects with normal aging, mild and moderate cognitive impairment with regard to technology acceptance (based on the TAM). As a result, in this study, we invited the elderly residents of Chang Gung Silver Village to try the developed exergames in order to increase their levels of physical activity and improve their physiological conditions. They were also requested to answer the TAM questionnaires which were attached as Supporting Information from S1-S10 Files for these exergames.
Hypothesis development
According to TAM2, output quality was defined as the tasks that the system was capable of performing and the degree to which those tasks could achieve their goals. This represents how well suited the system is for users in terms of those tasks [15] . The effectiveness of exergame tasks depends on providing a clear, instinctive, and usable interface for users to operate easily from the viewpoint of exercising. Therefore, we defined output quality based on user satisfaction with the interface and users' perceptions of the product's appearance. According to a report by Koufaris' report [25] on the relationship between web connection quality and perceived playfulness, the higher the system quality and information quality, the more likely a user will have more fulfilling and enjoyable shopping experiences. Ahn and colleagues [26] found a positive relationship among system quality, information quality, service quality, and playfulness in online retailing. Therefore, we adopted the quality of user interaction with the system interface as the output quality of the exergame.
A relationship between quality and intention to use has been found in other studies. In the context of banking, O'Cass and Grace [27] found that if a service was evaluated as being of a higher quality, consumers would show more favorable attitudes toward that service brand. Furthermore, in the context of Internet shopping, e-service quality factors positively influence consumer attitudes toward a website. A similar result was reported by Carlson and O'Cass [28] . They concluded that with better e-service quality, users would have more positive attitudes towards a website. Accordingly, we put forth hypotheses 1 and 2.
• Hypothesis 1. There is a positive relationship between "Output quality" and "Perceived playfulness."
• Hypothesis 2. There is a positive relationship between "Output quality" and "Usage behavior."
The addition of playfulness is based on research by Moon and Kim's research [29] , who found that playfulness is an intrinsic belief or motive that is shaped from an individual's experience in an environment. Perceived playfulness in this study was defined in terms of three dimensions, namely, (1) perception that one's attention is focused on the interaction, (2) curiosity during the interaction, and (3) finding the interaction intrinsically enjoyable. Triandis and colleagues [30] proposed that positive and negative emotions might impact one's behavior. Furthermore, based on Csikszentmihalyi's flow theory [31] , in which Csikszentmihalyi defined flow as "the holistic sensation that people feel when they act with total involvement," a positive subjective experience is a critical reason for performing an activity. In Moon and Kim's study, positive relationships were also found between perceived playfulness and attitude toward use, and playfulness and behavioral intention to use [29] . Accordingly, we put forth hypotheses 3 and 4.
• Hypothesis 3. There is a positive relationship between "Perceived playfulness" and "Intention to use."
• Hypothesis 4. There is a positive relationship between "Perceived playfulness" and "Usage behavior".
Numerous studies have shown the relationship among perceived usefulness and intention to use and usage behavior. According to Kim et al., when users' perceived usefulness of an ecommerce website is higher, they are more likely to have a positive attitude toward using it and intention to reuse it. Furthermore, Ahn et al. showed that perceived usefulness is positively related to attitude and behavioral intention to use online retailing websites [26] . In TAM2, the relationship between perceived usefulness and usage behavior was not included, unlike in TAM. Thus, we investigate the relationship between perceived usefulness and usage behavior, as outlined in hypotheses 5 and 6.
• Hypothesis 5. There is a positive relationship between "Perceived usefulness" and "Usage behavior."
• Hypothesis 6. There is a positive relationship between "Perceived usefulness" and "Intention to use."
In many studies based on either TAM or TAM2, the relationships between perceived ease of use and perceived usefulness and intention to use were strong, given that many studies had shown significant path between those factors. According to Kim and colleagues [32] , perceived ease of use is a strong predictor of customers' perceived usefulness and attitude toward the use of eCommerce websites. According to Ahn and colleagues, perceived ease of use positively impacted users' perceived usefulness and attitude toward online retailing websites [26] . Thus, we investigated whether perceived ease of use affects perceived usefulness and intention using hypotheses 7 and 8.
• Hypothesis 7. There is a positive relationship between "Perceived ease of use" and "Perceived usefulness."
• Hypothesis 8. There is a positive relationship between "Perceived ease of use" and "Usage behavior."
In TAM2, subjective norm and image are both categorized as social influence processes [15] . Subjective norm is defined as "perceived pressures on a person to perform a given behavior and the person's motivation to comply with those pressures" by Fishbein and Ajzen [33] . In the original TRA model, both subjective norms and attitude are related to one's behavioral intention [34] . This was also supported by reports in Psychology Research that subjective norms are important variables that affect behavioral intention [35, 36] . For the relationship between subjective norms and the intention to use, Kim et al. [32] showed that subjective norms positively influence the attitude toward use in the context of ecommerce websites. For image, Moore and Benbasat [37] refer to it as "the degree to which one's use of an innovation is perceived to enhance one's status in one's social system." Although in TAM2, image was hypothesized to influence perceived usefulness, we investigated its relationship with intention to use and usage behavior because both image and subjective norms were seen as social influence factors. Thus, we proposed hypotheses 9, 10, 11, and 12 for social influence (image and subjective norm).
• Hypothesis 9. There is a positive relationship between "Image" and "Usage behavior."
• Hypothesis 10. There is a positive relationship between "Image" and "Intention to use."
• Hypothesis 11. There is a positive relationship between "Subjective norm" and "Usage behavior."
• Hypothesis 12. There is a positive relationship between "Subjective norm" and "Intention to use."
Materials and methods
Before the study began, we applied to the Institutional Review Board (IRB) of the Chang Gung Medical Foundation and received the ethics committee's approval of the study date range, from August 1, 2011 to June 30, 2015 ; the IRB identifier number is 100-1075B as Supporting Information S11 File. All of the participants were recruited and completed the trials during this time period, and the authors confirm that all related trials for this intervention (exergames) are registered. The ClinicalTrials.gov identifier number is NCT03084107 as Supporting Information S12 File. Before the exergames began, the consent was informed and written by the participants to know that they could discontinue the tests if discomfort developed including dizziness. We provided an assistant for each of the elderly to protect them and prevent injury.
Participants
Thirty-nine elderly residents (15 male, 24 female) from Chang Gung Silver Village (Taiwan) participated in the study. All of them are walking and living independently without physical or cognitive impairment. In order to avoid diverse subjective discomforts of test subjects from their own physical limitations, elders with neuromuscular or musculoskeletal disease (might have pain or soreness), permanent impairment of cardio-pulmonary function (might be very easy to become fatigue or shortness of breath under the stress of test), poor balance (might be more easy to fall), frailty (might be unable to complete the whole test smoothly), and poor vision (might be difficult to interact the wall game) were excluded from this study. The mean age of the participants was 79.5 ± 17.5 years. Of the 39 participants, 1 was illiterate, 4 went to elementary school, 7 were senior high school graduates, 22 had a bachelor's degree, and 5 had a graduate degree. In terms of their frequency of computer use, 16 had never used a computer, 1 used one occasionally, 1 used one once a month, 4 used one twice a month, 7 used one once a week, 1 used one twice a week, and 9 used one every day or almost every day.
Developed physical and cognitive exergames
In Chang Gung Silver Village, we provide an indoor space for exergames where the elderly can exercise and learn. They must first be identified and recorded by a radio-frequency identification (RFID) system in every exergame system. We designed this set of exergames for the elderly according to the guidelines of previous studies, including consideration of age-related changes in decrements in posture, balance, gait, fine motor skills, visual and auditory ability, short term memory, as well as attention and vigilance, to avoid causing any injuries [38] . One of our research staffs demonstrated these exergames and signed the consent form for publication as Supporting Information S13 File; the form stated that "The individual in this manuscript has given written informed consent (as outlined in the PLOS consent form) to publish these case details". The DOI link: http://dx.doi.org/10.17504/protocols.io.k46cyze.
Interactive Wall with Life Memories. The "Interactive Wall with Life Memories" exergame was designed to promote physical activity of the arms and upper body of the elderly, while simultaneously encouraging them to recall and share their life memories with others through the medium of photographs (Fig 1) . Using the KINECT wireless sensor, the elderly stand in front of a wall projection, waving their arms to select and watch the photos of their previous activities. It involves a space interactive learning device and community learning, that is, the elderly can participate together to recollect life memories with movements of limbs and body.
Interactive Floor Kick and Play. The "Interactive Floor Kick and Play" game was designed to improve the reaction time and lower limb movement (with or without upper limb movement) in elderly users by responding to sudden changes in a pattern of shapes and images projected onto the floor (Fig 2) . There are three games in this system at different levels of speed. The challenge in this exergame is immediate body movement in response to changes in a portion of the game area. The objective is to enhance the elderly's physical activity and exercise response capabilities.
Ten Pretty Passes of the Bull. The "Ten Pretty Passes of the Bull" game comprises a set of 10 challenges involving a cowboy and a bull presented on a touch-sensitive screen mounted on the wall (Fig 3) . The aim of the game is to improve the eye-hand coordination of the users by having users react as quickly as possible to sudden events on the screen, such as a mango falling from a tree or smoke drifting from a kiln. Users are offered a choice of three difficulty levels for each station, namely, simple, ordinary and hard. If the users respond sufficiently quickly to the events they see before them, they are permitted to move onto the next challenge. At the end of the game, the participants are offered the opportunity to send a message to others via an app.
The game is set up such that users are required to take a few steps up a short uphill incline to touch the screen. Thus, in addition to improving users' reaction time of the users, the game also increases their level of physical exertion. Moreover, the inbuilt messaging functionality reinforces social connections among the elderly in the village and their family members and friends in faraway towns.
Interactive Table with Musical Pots. The "Interactive Table with Musical Pots" game involves five pots placed on an interactive table and is designed to help control the metabolic status of the elderly (Fig 4) . After RFID authentication, the user is presented (via the table) with a summary of their current metabolic condition in terms of five medical indicators associated with their levels of hypertension, hyperglycemia (diabetes mellitus), dyslipidemia (elevated triglyceride, high density lipoprotein (HDL)), and obesity (abdominal circumference), respectively. Each indicator is associated with a particular pot. Furthermore, each pot contains an electronic circuit and amplification system designed to play a user's favorite song. If a medical indicator is normal, the song within the corresponding pot will play once the pot is picked up and brought to the ear. (It will then stop when the pot is returned to the table, as detected by a triaxial accelerometer.) In the event that the indicator is not normal, the song will not play when the pot is picked up. Thus, to listen to all their favorite songs, the users must control their physical condition and undergo regular physiological tests so that their indicators stored on the interactive platform can be updated. These recreational activities can also remind them to take care of their own health situation. If the pots on the table play more songs, the more favorable the health status of the elderly.
Fun Cube. The "Fun Cube" exergame involves a touch-screen computer linked to six cubes showing different pictures, figures, or words (Fig 5) . The interactive screen allows the user to choose among many different games, where each game involves the use of the cubes in order to perform such tasks as memory training, sorting, pairing, and basic arithmetic. After each game is completed, the screen displays the user's score for self-comparison purposes or for competition with others. The games are interactive, creative and challenging and are designed to fight memory loss and promote cognitive activity in a fun and user-friendly way.
The five exergames described above can be divided into two different categories, namely, physical ("Interactive Wall with Life Memories," "Interactive Floor Kick and Play," and "Ten Pretty Passes of the Bull") and cognitive (" Interactive Table with Musical Pots" and "Fun Cube").
TAM2 questionnaire
With the TAM2 as the theoretical foundation of the research model, the experiences of the elderly in using these five exergames were self-reported using a questionnaire based on Venkatesh and Davis's TAM2 design [15] , since this model takes into account 11 variables, with four variables originating from the original TAM questionnaire (i.e. "perceived usefulness", "perceived ease of use", "intention to use" and "usage behavior") and seven additional variables ("voluntariness", "experience", "subjective norm", "image", "job relevance", "output quality" and "result demonstrability"). It it noted that, "voluntariness" and "experience" were defined as moderating variables into TAM2. "voluntariness" was defined to distinguish usage contexts into mandatory and voluntary settings. TAM2 postulated that users' acceptance of a new system could with increasing experience. However, all of the participants were invited to participate and complete the trials in a field experiment setting at Chang Gung silver village; hence, it is not necessary to classify users' usages into voluntary or mandatory contexts. For this reason, voluntariness was excluded from our model. Moreover, even though the elderly participants were labeled experienced or inexperienced computer users in this study, all of the respondents had no previous experiences using exergames. Thus user experience was not considered in the model because it is assumed that older adults were relatively no experienced in exergaming usage. Also, "job relevance" referred to the perception of how applicable the technology is to a user's job. TAM2 theorized that "result demonstrability" as the perception of tangible results due to technology use. With regard to relatedness in the lives of older adults, job relevance and result demonstrability were not included in the model. That is, to achieve a better fit between the model and the present study, its semantics were modified in order to make them more consistent with the presentation of the research topics. Thus irrelevant topics in the question items were deleted, including "voluntariness", "experience", "job relevance", and "result demonstrability". Finally, an additional item of "Perceived playfulness" was added to the model. Each variable was evaluated using a seven-point Likert-type scale with anchors of 1 = strongly disagree, 2 = disagree, 3 = somewhat disagree, 4 = neither agree or disagree, 5 = somewhat agree, 6 = agree, 7 = strongly agree [13] .
Statistical analysis
To avoid older adults' experiences in using computers affecting the results of the structural equation model, a t-test was first performed to examine whether older adults with different computer experiences would answer the questionnaire (each item and each variable as a whole) significantly differently. Participants' responses on both physical and cognitive exergames were analyzed separately. Participants were labeled "non-experienced computer users" if they answered they never used a computer, used one occasionally, or used one once a month. Participants were labeled "experienced computer users" if they answered they used computer once every two weeks, once a week, twice a week, or at least once a day. The model used differs from the original TAM2 by adding a perceived playfulness construct as depicted in the hypothesis development section, removing voluntariness, experience, job relevance, and result demonstrability. The structural equation model was tested using Minilab and LISREL. To achieve a better fit between the model and the present study, its semantics were modified in order to make them more consistent with the presentation of the research topics. Moreover, irrelevant topics in the question items were deleted, including "voluntariness", "experience", "job relevance", and "result demonstrability". Finally, an additional item of "Perceived playfulness" was added to the model.
The reliability of the individual items with respect to the corresponding constructs was evaluated by means of the Chronbach's Alpha coefficient. In addition, the validity of the questionnaire constructs was evaluated in terms of both the convergent validity and the discriminant validity. Convergent validity refers to the extent to which the measured variables converge with the same construct. Sufficient convergent validity requires that the average variance extracted (AVE) of the latent variables be no less than 0.5 and the latent variable composite reliability (CR) value be greater than 0.7 [13] .
Results
In the first stage of analysis, when playing physical exergames, Table 1 shows the t-test result of physical exergames between experienced and non-experienced computer users on the questionnaire items and variables. There were significant differences between the two groups of participants on perceived usefulness 1, perceived usefulness 4, perceived ease of use 1, image 1, image 2, perceived ease of use, and image; there were no significant differences on rest of the questionnaire items and variables. Unlike in the physical exergames, no significant differences were found between experienced and non-experienced computer users on all of the questionnaire items and variables of the cognitive exergams, as shown in Table 2 .
Measurement model
The measurement model was then analyzed for physical and cognitive exergames. First, the Cronbach's Alpha coefficient, which was used to test the reliability of individual items with respect to the corresponding construct variables, as well as the validity of the questionnaire's constructs, was obtained. For both types of exergames, Cronbach's alpha values of all items were higher than 0.7, and the item-total correlations of each item exceeded 0.3, thus satisfying the research criteria. For physical exergames, the relevant coefficients of the individual items and the item-total correlations of each dimension were all higher than 0.6, while those of cognitive exergames were higher than 0.8, indicating that the instrument had a high degree of reliability and the measured results could be considered very stable. Factor loading was also obtained by conducting confirmatory factor analysis. According to Hair et al., for sample sizes of 100 and 70, factor loading should be at least 0.55 and 0.65, respectively, for a factor to be considered reliable [39] . The results are shown in Table 3 and Table 4 . Since the sample size of the tests for the three physical exergames was 103, we used the criterion 0.55 and found that all items' factor loading surpassed the threshold, except for PU1 in perceived usefulness, which was close to 0.55. For the tests of the two cognitive exergames, the sample size was 66; hence, we selected 0.65 as the screening criteria. According to the results, all items' factor loading surpassed the threshold.
Efficiency analysis was conducted using convergent validity and discriminant validity. Convergent validity refers to the extent to which measured variables converge with the same construct. Sufficient convergent validity requires that the average variance extracted (AVE) of latent variables be no less than 0.5 and the latent variable composite reliability (CR) value be greater than 0.7. Both types of exergames' AVE values are higher than the threshold value of 0.5, and the latent variable composite reliability values are higher than 0.7, indicating that each construct in the measurement tool has good convergent validity. Furthermore, a measurement model should be capable of providing discriminant validity, where the square root of the AVE of the potential change items must be greater than the correlation coefficient of the other dimensions. The results showed that the square root of the average change in the latent variables was greater than the correlation coefficient of the other dimensions, thus confirming good discriminant validity of the constructs used in this study, as seen in Table 5 and Table 6 . In summary, the measurement model tests, including convergent validity and discriminant validity, were satisfactory. In terms of the fitness measures of the measurement model, Hair [40] indicated that seven common fitness measures were used to test the measurement model fit, including chi-square/ degree of freedom (X2/df), goodness-of-fit index (GFI), adjusted goodness-of-fit index (AGFI), normalized fit index (NFI), non-normalized fit index (NNFI), comparative fit index (CFI), and root mean square error of approximation (RESEA). In terms of the fitness of the measurement model for physical exergames, with the exception of the AGFI value of 0.72, which is lower than the threshold value of 0.8, the rest of the indexes meet satisfy the threshold, as shown in Table 7 . For the cognitive exergames, GFI, AGFI, and RMSEA failed to meet the threshold value, while the rest of the indexes satisfied the threshold. Based on the result, the fitness measures of the measurement model for physical exergames were better than those for cognitive exergames, as shown in Table 7 . We assume this was because the sample size associated with the physical exergames was larger than that associated with the cognitive exergames, which might have affected the result of the fitness measures for the measurement models.
Structural model
The hypotheses underlying the conceptual framework of the study were tested using a structural equation model. The path coefficients and statistics of the 12 hypotheses are shown in Fig  6 and Table 8 for the physical exergames and Fig 7 and Table 9 for the cognitive exergames.
Discussion
According to the t-test results as shown in Table 1 and Table 2 , although there were a few significant differences on different computer experiences older adults' response to the questionnaire on physical exergames, the mean values differences were less than one (e.g. the mean value for experience and non-experience participants on perceived usefulness 1 were respectively 5.08 and 5.58). Furthermore, there were no significant differences on the questionnaire responses on cognitive exergames. Hence, we believed that computer experiences will not affect the SEM results of the study. van Diest and colleagues [9] reported the study of system review in exergames for balance training of elderly and found that exergames held interesting opportunities for improvement of balance in those elderly with higher motivation and enjoyment. Anderson-Hanley and colleagues [45] also found that an exergame of cyber cycling for the elderly achieved better cognitive function than did traditional exercise. This set of exergames was designed to create a space with physical and cognitive exercise through art and technology in social interaction for the health promotion of the elderly. In designing the exergames, it was speculated that different types of games may result in differing degrees of acceptance and impact among the elderly. Accordingly, as described above, two specific types of games were designed, i.e., physical games ("Interactive Wall with Life Memories," Acceptance of different design exergames in elders "Interactive Floor Kick and Play," and "Ten Pretty Passes of the Bull") and cognitive exergames (" Interactive Table with Musical Pots" and "Fun Cube").
For both types of exergames, the path analysis results revealed the existence of a significant relationship between the output quality variable and the perceived playfulness variable. In other words, it appears that if users are satisfied with the exergame interface and its appearance, they find the exergame more interesting and enjoyable. This inference is consistent with that reported by Koufaris [25] , that the user enjoyment experienced when using a particular website is directly related to the quality of the information and services which it provides. However, a relationship between the output quality variable and the usage behavior variable was found only in the case of the cognitive exergames. This suggests that cognitive exergames require the user to focus more carefully on the game interface in order to acquire the information needed to play the games and achieve task completion. In other words, interface design is more important for cognitive exergames than for physical exergames.
For both types of exergames, both the perceived playfulness and perceived usefulness variables were both related to the intention and usage behavior variables. In other words, it appears that when users both enjoys playing an exergame and recognizes its health benefits, they cultivate a more positive attitude toward the game, which is reflected in a greater intention to use the game and a more proactive usage behavior. This result is consistent with that of Moon and Kim [29] . The findings regarding the perceived usefulness variable are also consistent with those presented in [26, 32] , which show that when users perceive an e-commerce website to have a higher usefulness, they are more likely to have a positive attitude toward accessing the site and to reusing it in the future. A positive relationship was not found between the perceived ease of use variable and the usage behavior variable in either type of exergame. Furthermore, a relationship between the perceived ease of use and the perceived usefulness was found only for the cognitive exergames. This somewhat surprising result may stem from users in this study having only limited prior experience in using computer technology. For example, nearly half of the users (16 people) reported that they had never used a computer before. As a result, the exergames represent a very new experience for many of them, and it seems that this affects both the perceived usefulness of the games and the behavior of the users when actually playing the physical exergames.
For the physical exergames, the image and subjective norm variables were both found to affect the users' intention to use. Furthermore, the subjective norm variable also affected their usage behavior. In other words, the physical exergames encourage the users to focus on their health and promote a willingness to play them. Moreover, the use of a physical exergame by peers and friends also influences their willingness to use the game and enhances their positive feelings toward it. For cognitive exergames, the subjective norm again influences the user's usage behavior. However, no significant relationships were found between the subjective norm and the intention to use variables, or between the image variable and the usage behavior or intention to use variables. Overall, the results of this study show that perceived playfulness is significantly related to the usage behavior and intention to use of elderly users for both physical and cognitive exergames. In addition, the output quality of the game affects the perceived playfulness and usage behavior of the elderly for both types of games. As for the social influence effect on the usage behavior and intention to use characteristics of elderly users, it appears that when the games are played in a public space and involve obvious physical movement, they attract the attention of other residents in Silver Village, and hence lead to increased social interaction under the premise of health promotion. This assertion may well explain the greater acceptance of the physical exergames compared to the cognitive exergames, which are generally more static in nature.
Around half of the users in the present study reported having no previous experience in using computer technology products. Table 1 shows the t-test result of physical exergames between experienced and non-experienced computer users on the questionnaire items and variables. There were significant differences between the two groups of participants on perceived playfulness 1, perceived playfulness 4, perceived ease of use 1, image 1, image 2, perceived ease of use, and image; there were no significant differences on rest of the questionnaire items and variables. Unlike the physical exergames, no significant differences were found between experienced and non-experienced computer users on all of the questionnaire items and variables of the cognitive exergames, as shown in Table 2 . The results suggest that this affects their perceived ease of use in playing the exergames. It may also account for the absence of any significant relationship between the perceived ease of use and the usage behavior (for both types of exergames), or the perceived ease of use and the perceived usefulness (for the physical exergames). The present results have found a generally positive relationship between the social influence aspects of physical exergames and the intention to use and usage behavior of the users. However, similar relationships were not observed for the cognitive exergames. Thus, future studies should attempt to improve the design of cognitive exergames in such a way as to attract the attention of others and foster in them an interest in trying the games for themselves.
Conclusions
The results of this study show that the perceived playfulness and perceived usefulness of physical and cognitive exergames are significantly related to the usage behavior and intention to use of elderly users. However, the output quality affects the usage behavior only in the case of cognitive exergames. In addition, social influence affects the intention to use and usage behavior of elderly users more strongly for physical exergames than for cognitive exergames. Overall, the results of this study suggest that in designing exergames for the elderly, perceived playfulness and perceived usefulness are two main factors that affect their willingness to use exergames. Designers should also bear in mind that when designing physical exergames, image and subjective norms are also two variables that could affect users' intention to play physical exergames. 
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